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Abstract: The purpose of this study was to investigate the motor skills in racquet and ball games for 
6th-grade elementary school students. Especially, we investigated whether the students developed game 
skills both on-the-ball skills and off-the-ball movements. We also investigated the difficulty of different 
skills for the students.
As a method of study, the experimental classes of racquet and ball games were conducted over six, 
one-hour sessions in one school (88 6th-grade students). The students participated in two different dou-
bles games. Over the first four sessions, the students played “Tsunagikko games” where continuing the 
rally was the most important thing. Over the final two sessions, the students played “Ten-tori games” 
where they aimed at the space on the opponent’s court and scored points. We analyzed motor skills in 
these games.
This resulted in two main findings.
1 Students’ game skills, both on-the-ball skills and off-the-ball movements, saw an improvement after 
classes. “Return the ball”, “Return to baseline” and “Move from that place after returning ball” skills 
and movements had improved.
2 It was easy for many students to develop “Return the ball” skill to continue the rally. On the other 
hand, it was more difficult for them to develop “Aim and attack”, “Return to baseline” and “Move 
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ついては表 1の通りである。授業は 2020年 1月 28日












































































































ゲームのルールを図 2に示した。試合は 2対 2のダ





5 m，ネットの高さ 80 cmに設定した。また，エンド

































































































































































































































































































































うに，指数 50超が 2回に 1回より多く成功している状
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